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CARTADAWN COMBAT CARDS 


Go ahead, pick a card. - Monthius Proper, Performer and charlatan of Kratas 


Combat can be a chaotic, unruly, 
unforgiving beast. Spell effects, special 
abilities, combat options are things that 
a gamemaster must take into account 
every round. Unlike players who only 
deal with a_ single character, 
gamemasters must compensate for 
several opponents. This can lead to a 
unsettling situation for gamemasters. 
Earthdawn combat is no exception to 
this rule. With an ever changing myriad of Steps 
and Target Numbers, combat can take 
unnecessarily long. It is the game masters job 
to make combat run at a pace that keeps 
everyone entertained. Even though creature 
Statistics are provided for you in any game you 
play. It is often difficult to keep track of multiple 
different creatures in combat without 
preparation. 


Continuously flipping through books while 
trying to role dice can present a challenge for 
even a veteran gamer. Often game masters 
employ shortcuts, change rules or use a 
number of props to help facilitate combat in 
their games. The Earthdawn Combat Card 
system offers game masters a way to help 
organize and expedite combat in their games. 
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There two different combat cards provided in 
this product: 

Creature cards - These cards contain information 
for one encounter in a game. 

Damage cards - These cards are used to keep 
track of damage of creatures during combat. 


Combat Cards in Play 


Before your game, fill out a combat card for each 
encounter that the players are likely to engage 
in combat or use one of the one of the 
pregenerated cards in this document. The card 
provides basic stats on creatures as you would 
find them in the Earthdawn rule book. 
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Each block in the card allows you to input as 
much data as you want, but the more you add, 
the smaller it makes the info. You might want to 
input only the information you will use be it step 
number or dice. 

If using multiple cards in combat, you can use 
the card to mark if thet have taken an action 
that round by turning the card on its side so 
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‘Action Taken’ box is easily read. This will help 
you keep track of who has gone for that turn. 
You can also turn the card on its side so that 
the 'Unconscious' box is easily read to 
represent combatants that have been killed or 
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knocked unconscious in the fight. 


The damage cards are used to keep track of 
how much damage a creature takes during 
combat. Each card has 
ninety circles that can be 
crossed out as the creature 
takes damage. When 
characters face multiple 
creatures of the same type, 
you can use one creature 
card for reference and a 
damage card for each of 
the creatures. 


Action Taken 


Down the left hand side of 
the Damage Card are ten 
boxes that can be used to 
keep track of the wounds a 
creature has _ suffered 
during combat. The 
Creature Name, Initiative 
and Legend Points have \™ 
been left on the card for i 
convenience. The damage fa 
cards also contain the NEHION Taken’ and 
‘unconscious’ boxes to help facilitate combat. 
Wounds can be marked on the side of the card. 
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Earthdawn Creature Cards 

Included in this download are Combat Cards 
prefilled with stats from the first edition 
Earthdawn rulebook. Future downloads will 
contain Combat cards from various Earthdawn 
products a Creatures of Barsaive. Be sure 


= Helpful Tips 


Multiple Opponents 

When a party uses multiple opponents of 
the same type, use only one Combat Card 
for stats and use the Damage Cards for the 
creatures. 


3,| Card and Sheet Protectors with Dry Erase 
The Combat Card system works very well 
x4 when using card protectors and dry erase 
4 markers. Simply slide the card into the card 
protector (If the card protector has a hologram 
on it, be sure to face it on the outside), and mark 
away. You can then wipe off the markings and 
reuse the cards. If you prefer having multiple 
qcards in a single sheet, a 
“sheet protector will also do 
mys ayia nicely. You can have up to 
4 |/nine creatures listed on one 
page for easy use. 


Recognition 

Well, for anyone who has 
put together a product can 
tell you, it's not easy to get 
the work together. | would 
like to take the time to 
thank Emilio Tovar (Graphics 
Specialist) for all his input 
on the project. Special 
thanks goes to Dawn M. 
Foster who took the time to 
fill out all of the creature 
stats for the cards. Without 
her efforts it would surely 
aw ihave taken a lot longer to 
have this work come to be. Finally thanks to the 
guys at Redbrick LTD for their advice on matters 
of legality and support. 
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CARTADAWN COMBAT CARDS 


Everything's legal in Kratas. - Monthius Proper, Performer and charlatan of Kratas 


LEGAL INFORMATION 


This page contains legal information about some of the 
trademarked and copyrighted material referred to in some 
parts of this publication. 

Listed authors and artists retain the copyright for all 
contributions contained herein. Unless otherwise indicated, all 
other material Copyright © 2000 Earthdawn Publishing Trust. 
Earthdawn™ is a Registered Trademark of FASA Corporation. 
Original Earthdawn material Copyright © 1998 by FASA 
Corporation. All Rights Reserved. Used without permission. Any 
use of FASA Corporation's copyrighted material or trademarks 
in this publication should not be viewed as a challenge to 
those copyrights or trademarks. Any use of copy-righted or 
trademarked material without indication of such status in no 
way implies that said material is not so protected by applicable 
law. 


Open-Content License for the EDPT 
Adopted on October 29, 1999 

This section outlines the principles underlying the Open- 
Content License for the EDPT. For legal purposes, this section is 
the license under which EDPT content is made available for 
use. 

This license is modeled after the OpenContent License (OPL). 
The original version of this document may be found at 
http://www.opencontent.org/opl.shtml 


LICENSE 


Terms and Conditions for Copying, Distributing, and Modifying 
Items other than copying, distributing, and modifying the 
Content with which this license was distributed (such as using, 
etc.) are outside the scope of this license. 

L; 

You may copy and distribute exact replicas of the EDPT's 
content (hereinafter "content") as you receive it, in any 
medium, provided that you conspicuously and appropriately 
publish on each copy an appropriate copyright notice and 
disclaimer of warranty; keep intact all the notices that refer to 
this License and to the absence of any warranty; and give any 
other recipients of the content a copy of this License along 
with said content. You may not charge a fee for the sole service 
of providing access to and/or use of the content via a network 
(e.g. the Internet), whether it be via the World Wide Web, FTP, or 
any other method. 


2. 

You may modify your copy or copies of the content or any 
portion of it, thus forming works based on the content, and 
distribute such modifications or work under the terms of 
Section 1 above, provided that you also meet all of these 
conditions: 


a) You must cause the modified content to carry prominent 
notices stating that you changed it, the exact nature and 
content of the changes, and the date of any change. 


b) You must cause any work that you distribute or publish, that in 
whole or in part contains or is derived from the content or any 
part thereof, to be licensed as a whole at no charge to all third 
parties under the terms of this License, unless otherwise 
permitted under applicable Fair Use law. 

These requirements apply to the modified work as a whole. If 
identifiable sections of that work are not derived from the 
content, and can be reasonably considered independent and 
separate works in themselves, then this License, and its terms, do 
not apply to those sections when you distribute them as 
separate works. But when you distribute the same sections as 
part of a whole which is a work based on the content, the 
distribution of the whole must be on the terms of this License, 
whose permissions for other licensees extend to the entire 
whole, and thus to each and every part regardless of who wrote 
it. Exceptions are made to this requirement to release modified 
works free of charge under this license only in compliance with 
Fair Use law where applicable. 

3. 

You are not required to accept this License, since you have not 
signed it. However, nothing else grants you permission to copy, 
distribute or modify the content. These actions are prohibited by 
law if you do not accept this License. Therefore, by distributing or 
translating the content, or by deriving works there from, you 
indicate your acceptance of this License to do so, and all its terms 
and conditions for copying, distributing or translating the 
content. 


NO WARRANTY 
4. 


Because of the EDPT's content is licensed free of charge, there is 
no warranty for the content, to the extent permitted by 
applicable law. Except when otherwise stated in writing the 
copyright holders and/or other parties provide the content "as is" 
without warranty of any kind, either expressed or implied, 
including, but not limited to, the implied warranties of 
merchantability and fitness for a particular purpose. The entire 
risk of use of the content is with you, the user. Should the content 
prove faulty, inaccurate, or otherwise unacceptable you assume 
the cost of all necessary repair or correction. 


3: 

In no event unless required by applicable law or agreed to in 
writing will any, or any other party who may mirror and/or 
redistribute permitted above, be liable to you for damages, 
including any general, special, incidental or consequential 
damages arising out of the use or inability to use the content, 
even if such holder or party has been advised of the possibility of 
such damages. 
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